BEFORE WE BEGIN 



NOTE: WHAT WE ABOUTTO DO, IS NOT SUPPORTED BY ARENA NET IN ANY FORM. SELLING OR REUSING MODELS ARE STRAIGHT COPY- 
RIGHT VIOLATION. BUT MAKING YOUR OWN FAN ART IS PROBABLY A GREY AREA. NONE OF THE USED SOFTWARE WILL STEAL ANY PER- 
SONAL INFORMATION, AND HIGHLY UN LIKELY TO LEAD YOUR ACCOUNTTO BE BANNED. THAT BEING SAID, USE IT AT YOUR OWN RISK. 



So, can we turn this, into that? 

















TdTlj Will ■ r > lYiH T/ a * 
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tools: 3D ripper DX http://www.deep-shadows.com/hax/3DRipperDX.htm 

Photoshop 

3ds Max 

Download and install (or extract using uni extractor) 3D ripper dx. That's the software we are going to 
use to grab the 3D model from the game. After installing, it will create 3 folders under your docu- 
ments. That's where the captured data will be stored. 



The only option you have to change is "Also capture OBJ"turn that on. Browse gw2.exe in analyse line, 
and click launch, DX ripper will disappear but... 





...you should see this, in top left corner. 
Press F1 2 to capture, it may take 1 0-30 sec. Only need 
to press it once, game may look frozen too. 

I recommend using it on character select screen, or 
rooms that have as little environment as possible. The 
captured models are far from ideal (we have to fix them 
later) And nothing going to open a 500 megabyte obj. 

However, if you really really want to capture your weapon, I suggest find and empty room (Divinity's 
reach throne room maybe?). Let dx ripper write all the data, and import the elements from OBJ file In 
smaller groups until you find your weapon. 

Once you done, open the captured folders, and check the files. Content should be: 

FRAMES FOLDER: 3D objects, you should see 3 files named as"frame_Current date". obj .3drand .mtl 
obj: model we going to use. 

3dr: Native file of dx ripper, unfortunately the loader plugin no longer supports later 3ds max versions. 
Mtl: Material data for obj file. 

TEXTURE FOLDER: 

dds: An army of dds files, these are the textures ripped from the game, we only need one, but have to 
find it first. 

SHADER FOLDER: 

Shader data from drirectX, its not needed, you can delete its content. 
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Start 3ds max, click its "start" menu, select 
documents, and import it. 



browse the obj file in DX ripper folder under your 



R«rt 

[_',' Open 



a- 



[~H^ Send to 



□ 



References * 



^Mmptsrt 



Impart r ■.■n nalrvi Tile ' .11: inle £..l. 



Merge. 

Insert objects from eternal 3 ds Max 
1 lies, into the current scene. 



Replace object in Ihe oujirnl 3d^, Ma* 
s<*nf wi1h objects dom an ficterna! lilt. 

Link Rent 

Insert i Ink to a RVT or FBXTlle into the 
current scene. 

Linh FEX 

Insert i tint; to a FES file into the 
current scene, 

Link AutoCAD 

insert a In* to a, D'.VG of DXFTile into 
the cunenl scene. 



on Graph Editors Rendenno Customize MAXScnpt 





OBJ Import Options 



I 232 Objects — _ 

F Reset scene Prefix: j 

F Import as single mesh 
r Import as EdrtabtePofy 
P Retriflrtflutate: Polygons 
frame: 25 35.672 



Name 




Faces 


3 DrawOafl_0 


2 


Vj DramCa^ 


.1 


1 


3 DrswCgl. 


.10 


2 


•■ DroAtdl. 


.100 


4 


Dra/.Call. 


.101 


2 


V| DrowCofl. 


.102 


2 


. DrawCafl. 


.103 


2 


Vl DrawCil. 


.104 


2 


V| DrawCaJL 


.105 


2 


Df*ACaJI. 


_1Q& 


2 


.VJ DraMkCall. 


.107 


2 


Dfa-Atall. 


_ioa 


4 


Dro'ACsll. 


.109 


4 


|g] Dra*Can_ 


.11 


2 


Dra ■ Coll. 


.110 


2 


jyl DraACall. 


.111 


2 


' Dra • Ca : 


.112 


2 


•■ Dra ..'..Call. 


.113 


2 


VI DTArtCAl. 


.114 


2 


DravwCail. 


.115 


2 


• Dfa-ACaJI. 


,11& 


2 


VI DrawCaJ. 


.117 


2 


V] DranCal, 


.1 13 


4 


VJ DrsmCal. 


.11* 


4 




Al | Not 


le | Invert | 





Geomeby 

P HtpZYHaxis 
r Centw Prvots 

* F Shapes Aines 

* IV Texture coordinates 

* rV SmCra thhg groups 

Normals 



« * Import frefn He 
* f FrcmSM group 

T Auto poo 

r Faceted 

Mo normals in fBe, using sni= 1 
F F^Normafs 



Units/Scale 



Current Unit: l.OMtoiwtws 

r convert: 



ModcJ Units; | Meters ^ 
Object Scale: |To ~j 



Import options will appear. Use the setting 
listed here. 

The drawcalL objects are all the 3d data 
ripped, each Ul element have its own poly. 

If you ripped a larger scene and 3ds max 
unable to open the obj. Uncheck some of 
the objects and try importing them in 
smaller groups. 

An error message will appear about missing 
textures. Ignore it. 



-Material- 



ly Urtque wire color 
m W Import materials 
r PtefBt:| f" one, 25 

□efadlbump: fi -|j 
I - Force Hack ambient 
Import intE Mat^ rJjtor 
Show maps in viewport 
r Copy maps to project folder 
r Ov erwnte Images 



Write teg to Import-folder (when using *noPf ompt m scripts) 



Preset: <NONE.> 
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What do we have here... The floating little rectangles are the Ul elements. The larger flat like objects is 
your character. Delete the Ul objects, we don't need them. Make sure you delete very small scale flat 
objects in the middle as well, (somewhere there) 

. On a closer look you can see the scaling of the model is all wrong. Way too flat and thin. 

Select scale tool (press R) Make sure your whole model is selected and drag it along Y axis on TOP view. 



Once you're done, repeat the same along X axis on front view, and the Left view, until your model looks 
more like in the game. Good old eye measure is usually enough. 



^ J D^B^-^^Ejil WofkipAf*; Default *| * f 



Edit Tools Group Vie-wi Create Modifier* 



Hion Graph Editor* Rendering Customize MAXStript Help Debris Md 



% Hf3 ^ lE 7 Q H LJllof V (p fFFj ~Dg|°S°ISl 3 ia A *te §ffl iff 1°"""*""* - 



deling Freeform Selection Objfrrt Paint '--^.^JKspuFate CHD" 

n Modeling ^^^^^^^^^^^^^^^^^^^^^^^^^^^^^^^^^^^^^^^^^^^^^ 



£3 

a 



[ + ][Top][Wirrfi«i B ] 





After scale looks okay, and your 
whole model is selected, 
find Utility panel on top right 
corner, and press "reset XForm"to 
reset scale value. 



Than right click your model 
and press 

"convert to editable poly" 
To collapse xform modifer. 



Freeze Setotrtm 



UnhOe by Mime 
Hid* Unsettled 







□ 




n 


SeHi 


□ 






&eled£ndBr 




£tane 


Object Prepefhej 






Dope Slttot 






> 


tf'V-Hiy Mefie efidrvertif 




1 V-ftiy »KPQrt 




V-Rey VFH 




vrxcene exporter 




V-Roy S<m*p fgVrt*yHDRI«in'.<-r:tr 



ft Do Deform* bfc - : \ 
ft ta EdtaUe P*icr> 
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Autodesk 3ds Max 2014x64 


Untitled 




Graph Editors Rendering Customize 


MAXScript 


HeEp DebrisMaker2 










' nSe ^ 1 u^lfl |Pn 




















Open Simple material editor, by clicking its icon, and reset the slots, which is currently full with unused 
materials from the import, by selecting Utilities, and Reset Material Editor Slots 




^jf 1 01 -Default ▼ Standard 



Specular Highlights 



Specular Level: [o 

Glossiness: |~1Q t\ 
Soften: |o r l 




Open the maps roll-out panel, find Diffuse color, and click"none" box next to it. On the new Material/ 
map Browser, select Bitmap, find your DX ripper output folder: textures. 



You should see lot of DDS files. I suggest order them by file size so you find your character's texture 
easier. That's the only one we need from here. 



_HB25Z6fi.dds 

^ J »5i38tK.ddj5 
l _ J 7403e421,dd5 
.9df2f7e7.dd5 



2014.09.23. 16:50 
2014.Q9.23- L6:50 
2014.09.23- 16:50 
2014,12,25, 1Q;53 
2014.09,23- 




CDS File 
DDS File 
DDS File 
DDS File 
DDS File 



1 366 KB 
1 366 KB 
1 366 KB 
1 366 KB 
1025 KB 



: 1024k 1024, RGSA Color 8 fttsjthannel - Single Image 

tocunenlB\3DReapefDX\Te3<tiMes\7403e421.dds 




Now we need this image in Photoshop, problem is, PS cant open DDS by default. So, use 3ds max's 
viewer to copy the texture. Click the view button, and new window will appear with the texture 

* ^^^^^^^^^^^^^^^ This is more or less, how a character texture looks 

like. It will be 1 024x1 024, and packed thigh, Luckily 
dx ripper also exports the unwrap data. 
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We are going to copy the texture to photoshop. Start PS and make a new 1 024x1 024 image. 




In the next steps we will copy both RGB and ALPHA channel of the texture. 



So head back to 3ds max's view panel, and ...view panel again, click Alpha icon, then click 

click the copy icon copy again (image should turn black and 

white) 






I ^ -IB 






page5.c 






l] |25Q 
















El 






few/ 

















Layers | Channels | Paths | 



You may 
try varioi 



/and tool, 
iguous. 



PKind j| a e t n a [ 


Normal *J Opacity: | 100% | - 


Lock: Ej ^ 4* fl Fill: | 100% | - 


* 


Layer 3 








Layer 2 


<£> 




<&■ 


J Background fi 




PS File Edit Image Layer Type Select Filter 3D View Window Help 




Sample Size: | Point Sample $| Toleranc^f 


\lh | 0Anti-alias [vj Contiguous [ | Sample All L 




Select the black area, Your image should look something like this bellow. 
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Use the 



everything have to have alpha c 

Save your texture, (format does 
find it. I suggests name it: chara 
above black and white version, 
normal.) (to hide layers, click ey< 



?l as well, to fill are 
n area generally d( 



ha. Keep in mind, 



lot make much difference jpg will work fine) In a place where you can 
ter_name_opacity for easier handling. Make sure the picture is the 
Doth layer 2 and layer 1 is hidden and divide layer style is set back to 




Auto Tone 
Auto Contrail All-Shift* Ctrl--L 
Auto Ccior 



[mage Size,,. 
Canvas Sut- 
[mage Ro tad k 

Crop 
Trim... 



Duplicate.-, 
Apply Image.. . 
Caleulad ir - • 

Variables 

Apply Data Set... 



-It-Ctr.-l 

Art~Ctrf*C 



Vibrant e... 

Hut/Saturation,.. Ctri-U 
Color Balance... ClriVB 
Blttk & White,.- Alt* Shift* CW* B 
Phots Filter. .. 
Channel Mh<er.,- 
Color Lookup,,, 







T^jl Layer i 






rap 








Layers 







"hfvilC .I. . 

Gradient '-' a 
5eleclive Cc'ur. 




Preset: Custcm 



fl* | OK 



IE 



ughme&s; |0 

n — r 



Colorize 
£ & j0 0 Preview 




FX 




s 




S l ^im.l[g l[m^^ 

▼ Bitmap 



bping: Explicit Map Channel 







ra^ isbisc i&i! 


&Mfeimil|B5l|or$ 


SXftiMQlt&r: £ |MiP*2 




| - Cncf irjt« 


* Texture r Environ H* 


Vhpc |exj)I>qS Map dwnl 




MapChonrel: [i 


Offset Tfcifl Mmr^rfc An^g 

Ut|oE Sj li.0 £j r I? UifluT 


v: JoTo : \ur 


; i r I? VEfp 


« uv r vw r mi 


13 [M £j Rfltete 








Oflmap! ,,- (Xiamen OVKfSru 
Reload 




rfltering 1 





1 


ass? 









jft | material_65 V^^u-*^ Standard 




Amount Map 

100 Cj None 

lflIP"*] Map #2 (aru-diff.jpg) 

100 None 

100 None 

100 None 

100 None 



100 ^L** Map #3{aru-op,jpg) 



30 t Map £4 (aru-bunnp.jpg) 

100 ttf None 

t\ None 

100 None 

None 



a 



Once you're done. Select your character, by 
pressing Control+A (or simply use the select tool) 
And click Assign material in the material editor. 

Finally click, show shaded material icon to display 
the texture on viewport. This is what you should 
see. 
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This step is optional, if you work with a human or norn that shows a bit of skin, a simple shader isn't 
enough. Rendering human skin is tricky business. Gw2 models are far from realistic, so we want to 
preserve the style but also make it more skin like. 



t3 Material Editor - materia l_65 
| ! Modes Material Navigation Options Utilities 

ol 

[Q 



wiFi n i i 

IL JL _ J II II - 



Set the shader to Anisotropic, adjust the specu- 
lar, glossiness, and anisotropy settings. 

Copy diffuse color material to the specular color 
slot. By also dragging it down. 



Make a copy of the current material into a new 
slot, by simply dragging it over. 



| Tq ^ i ?o i k i i - : * i ^ i mj § :, i [of % q 

J material_39 -w Standard 





Shader Basic Parameters 



V Wire r Z-Sided 

I Face Map V Faceted 



Click the self illumination map, and select falloff 
from Material/map Browser. And adjust bump 
map, should be around 1 5-30. 



-J Mstina /Map Browser 




V Ambient Color . 
W Diffuse Color . . 
W Specular Color 

V Diffuse Level . . 

V Specular Level 

V Glossiness . . . 

V Anisotropy . . . 
Orientation . 

F Se£ 
W Opacity . . . 

V Filter Color 
W Bump .... 

V Reflection . 

V Refraction , 



Amount 

100 %\ 

100 %\ 

100 %\ 

100 %\ 

100 %\ 

100 %\ 

100 %\ 

100 %\ 



Map 

None 



Map =1 [aru-diff.jpg) 



None 







Extended Parameters | 


A* 


SuperSampling | 


rl " Maps | 



Map -69 [aru-diff.jpg) 



5= 



100 *| Map # 59 [aru-op.jpg) 

100 ^| None 

25 J Map -60 [am - bump.jpg ) 

t\ None 

100 t\ None 



Setup the falloff map as the following: 
Falloff type: Fresnel _ 
Falloff Direction: Object 
increase the RGB level to 3 (value depends on 
your character's skin color from 1 ,5 to 6) 



This shader also works for hair, or fur, makes it 
looks more shiny, and fakes a bit of sub surface 
scattering. However if you wish to have a better 
skin. I suggest to look for more advanced 
renderer like vary. 

Finally don't forget to assign this material to 
your character, but only for open skin and hair 
objects. 




Mode Specific Parai 
Object: 



Fresnel Parameters: 

W Override Material IOR Index of Refraction |1,6 Z\ 

Distance Blend Parameters: 

Near Distance: [o!o X\ Far Distance: 1 100,0 %\ 
Extrapolate V 



EE 



Output 



f~ Invert 
Clamp 

Alpha from RGB Intensity 
V Enable Color Map 
Color Map 
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Now the model is almost ready. Time for some bug fixes. The mesh is far from ideal, but you can get 
a decent render without too much trouble. 



Some mesh an 
click select by i 





If you see an army of 1 or 2 face objects, 
than you haven't deleted all the Ul elements. 
There are some very small scale objects right 
at the center. Zoom into your model to find 
them. 




The green lines in my case are the character 
model. In very near zoom at front view. 
The small rectangles are the rough Ul 
elements. You can easily select them by 
switching the select tool to window mode. 
To do that, click on its icon 
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5«fwt Display Customize 

[o[^[^[^p:.wim[!^ [> pr a c, i □ □ □ si 

Fln± | Selsrtion Set: * S B B | 



That's about the right amount of objects. If you 
see significantly more, there are still some trash 
in the scene. Hunt them! 

Now, notice some of the objects have same 
t of faces. Those are duplicates. If you 
order them by face, it will be every second one. 
Select one of each by holding Control, click OK 
and press delete key. 

At this point your model is more or less ready 
for some basic render. But still need some fixing. 




The body mesh have almost no overlaps 
after weld. The rest, well its not that good. 
There are really no better way than delete 
them one by one. 

Not every duplicates are bad. Check other 
xView options (faces, edges) to help invest 
gate other errors. 



t that on every mesh 
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Now, that the character 
is ready. 

Lets make a basic 
environment. 

for a start, make a plane 
size: 900x900* 
segments: 150x150 

*size may change de- 
pends on your scale. 

Place it somewhere 
under your character. 




This is what you should have by now. 



When done, press 
control+i to invert 
selection. Finally press 
delete, so you end up 
with a curve. 



PAGE 15 



We are going to make some materials. Open 
material editor, find a new slot. Open roll-out 
maps, as we did earlier, click diffuse map, and 
select Gradient Ramp 



* Texture C Environ Mapping: J Explicit Map Chan 



anriel T III 



Map Channel: jjl %\ 



W Show Map on Bad 
V Use Real-World Scale 

Offset Tiling Mirror Tile Angle 

U:[o^ Cj 1 1,0 Cj r F Ui[o^O |] 

« uv r vw r wu ( 

Blur: |Xo Blur offset: [o^O ,%s ^— pflrifetie 




IE 



?® IK 



Gradient Ramp Parameters 



R=3,G=5.B=11. Pos=0 



Gradient Type: | Linear ~ Interpolation: | Linear 

{NoneN<— F 




Lovv:[u7u High 



iooth:Jcui t\ 



I Ambient Color . , 
V Diffuse Color . . 

Specular Color . 
|~~ Specular Level . 
I~" Glossiness . . . . 
Self-Illumination 

r Opkri ty 

Filter Color . . . 



SettheWan< 



iount 
1 100 

[Too~^j 
fioo"^J 
fioo"^J 
fioo"^J 
fioo"^J 

flD0"^J 

[Too - :] 



Map 

None 



MaJ#3Z { Gradient Ramp ) 
None 



a 




Colors are completely up to you, whatever 
matches your character. I recommend starting 
with a darker shade, place them more or less 
equally and make the 4th one light grey. 

Add some noise. I used a very fine value, once 
again its up to you. Experiment with the 
settings. 



Grab another material slot, this time, click bump 
map, and add a speckle material set size to 1 5 



mumu 




finally, click displacement, and make a noise 
material with the settings bellow. Make sure the 
Noise is not ticked on, We only use this slot as a 
place holder. 
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While material editor is still open, select 
previously created plane, 
and apply a displace modifier. 
Set strength to 50. 



Drag over the noise we just made to the map slot 
of the displacement modifier. 

In copy window select instanced and click OK. 

Finally, assign the whole material to the plane. 




|~~ Self-Illumination 




Wane 


|~ Opacity 


fioo"^J 


Mane 


F Filter Color . . . 


fioo"^J 


Wane 


V Bump 


If — ^ 


Map #49 ( Speckle ) 


Reflection .... 
I Refraction . . . . 
Displacement . . 


fioo"^J 


None 


fioo"^J 
fioo"^J 


^Map^#43 (Nois^^ H 


r 






r 


noo-a 


None 


r 


fl0u~a 


None 


r 




None 


r 




None 





Remove Bitmap 

Map: 

Map #43 { Noise ) | 
Remove Map 
Blur: fn^j ; 



-Map: ■ 



* Planar 

C Cylindrical V Cap 
C Spherical 



Now select the chamfer 
box and use a normal 
modifier on it. Make 
sure the Flip Normals 



Than apply the ( 
ramp texture. 



(don't mind my texture 
slots) 



I ft I v a i a 





finally, add an UVW 
map modifier. 
Click the small box to 
access Gizmo. And 
rotate the map plane 
until its match the 
picture. 





C Ranger [o t\ To flOO t\ 

File Number Ease: | 
' Frames 1,3,5-12 



Area to Render 




|view 


|~ Auto Region Selected 



Output Size 



J Custom 

Width: 

Height: 



Aperture Width{mm): f 35 r Q 

320x240 I 720x486 I 



640x480 800x600 



■» i u I a i cs 






Once you got a camera angel right and set th 
size of the chamfer box. Re adjust the UVW 
map plane so its match your scene the best. 
Also you can experiment with gradient slider 
type and the noise to match scale. 



Gradient Ramp Pa^amete^s 



R«3jG-&B-11.Po«-0 




Gradient Type : J Linear Interpolation: | Linear 

Soiree Map: fiane) | F 



PAGE 18 




Now add some lights. Navigate to create panel, click lights, choose standard 
from roll-out menu, and place a skylight (location not important) 



This light will brigh 
however it have no 



r areas so shadows don't appear I 
, and wont cast any shadow itself 



technically it can cast shadow, which is actually ambient occlusion. 

Our scene wont benefit much from it, and its significantly increase render 

time. 



Set the color to dark blue ( 
we want to keep it balance 
the gradient ramp palette. 



. This color will affects shadow cc 
:t light. You can use a color from 



Set multiplier to 0,5 however this setting up to you. If you want more 
contrast between dark and bright areas (strong sunlight effect) keep t 
setting low. If you want softer lights, with only minimal sunlight. 
Set it to 1 . 



| Modifier List 

Target Directional Lig 



On the same panel you can find Direct Light. Since its the main light source, 
its position is important, using same direction as picture bellow will give a 
nice result, however you can experiment with it. Slight change could make 
huge difference in your scene. 






Make sure shadow is on, and set to area Shadows. 

Multiplier is set 2, For a stronger sunlight effect. Once again, its up to your 
scene. Keep it balanced with skylight multiplier, either low skylight and 
higher direct-light, or vice-versa. 

Color of this light is somewhat complementary color of skylight. Light 
yellow or orang is generally preferred. But too strong colors may have 
unwanted impact on the scene. This is also a setting that you want to keep 
balanced with skylight color. 

Under Direction Parameters set hotspot and falloff field so about 40% of 
your scene is covered by hotspot, and 80% is with falloff. This settings also 
have large impact on the final image, feel free to experiment. 



Rendering Customize 


MAXScript Help DebrisMaker2 
























Done? done! Hit render, and hope for the best. 




If your model is a bit blocky, apply a Tessellate modifier. The first iterations usually enough. It can also 
cover up some geometry errors 
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Feel free to recolor your background, and give some color to the base plane as well. Also don't forget 
to apply the skin material we previously created for humans, (page 1 1 ) 






To match the background object color with base 
plane. Click the 4th color slider in material editor, 
and pick a color from the rendered image. 



Once you rendered image is done, you can always 
add more effects or fine tune it in photoshop! 

This tutorial ends here, but you can find many 
more to improve your skills. 
A Few links that can help: 

http://www.3dtotal.com/index_tutorial.php 
http://www.cgarena.com/freestuff/tutorials/ 
http://cgcookie.com/max 
http://www.3dm3.com/articles/ 



